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@Resumen 

Aplicablet en aauelles mdquinas que se activan 
rnedianta moneaas para otorgar premioe en me- 
tilico, basindoea en una scne^de rodillot a db* 
playt obeervables a trav& de visores prevktoe en 
la caratuta de la miqotna, »end{p^optadvamente 
controlabia b secuenda de apand6n de lot »m- 
bolea en lot vbores medbnte el acdonamiefito de 
pubadores. Loa g e rfeccionamientoa conskten en 
que b m£9uina mcorpora ademis una segunda 
0|>ci6n de juego basaoa en unoe indicadorea lu- 
nunosoe qua ta ifistribuyen ort^gonalmente. y son 
acdvadoa da ua modo aleatono y en ripida su- 
cesfdn por el prepio programa de la maquma. man- 
do en loa vbores apareca un timbolo dcterminado 
o una eombmadon ooncreta. y siempre «iped>- 
tada dieha activaci6n a b introducdon de mone- 
daa en d respcctivo monedero. La secuencia de 
activadSn de tot indicadcres luminosos es detent 
ble medtante un pubador acdonable por d propjo 
jugador de manera que a1 final de la secuenda 
quedaran^encendidos unos deternvnados indicado- 
res que, d completan una linea o queda encendido 
un mdicador concreto, se obtendra un premio ex- 
tra. 
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DESCRIPCION 

La Vicente Ley de Paientes, esUbtece como 
pateDtahbs las mvenoooes nuevas que impliquen 
una acttvidad bventiva y sean susceptiblea de s 
apGcaeion industrial (Art. 4-1). 

La ittvendon se considera naeva cuaodo no 
est^n antidpada ea el estado actual de la tecnica, 
ee dectr, cuando no esta comprendida en todo lo 
que, antes de la fecba de presentacton de la aolici- 10 
tud d^ la nueva Patente, era acccsible al publico, 
en CspHua, cuando se trata de Modeloe ae Utili- 
dad, o en Espana en d exiraigetCi cuando ae 
trata de Paten tes de InvenckSa. IguiJiiiente ee 
considera corapiendido en el estado actual de la 15 
tecnica el objeto de las solicitudes, tanlo de Pa> 
testes de lovecion, eoroo de Modelos de Utilidad, 
cuya fecba de prescntaciou sea anterior a la fecba 
de presentacidn de la nueva solicitud, siempre que 
dicnas ac^icitudes anteriores bay. a sido o vayan a 30 
ser publicadas posteriormente. (Art. 6). 

La invencion se considera que tiene actividad 
invent! va, si la misma no se deduce del estado ac- 
tual de la tecnica de una manera evidente (cuando 
se trata de Patente de Invencion), o de una ma- 25 
nera muy evidente (coando se trata de Modelos 
de Utilidad)» et^uidado por un experto en la ma* 
ierta (Arts. 6-1 y 146-1). 

Finalmente, se considerm que una invencidn es 
susceptible de apficacidn industrial cuaodo sn ob- 3D 
jeCo puede set ubricado o utiltsado en cnalquia 
dase de indtistria, induida la a^cnltura. 

Plies bien, a tenor de lo expuesto, y en base 
al artfeulado que recoce Ics conceptos expresados, 
debe conslderane ^ue la invencion a <^ue se lefiere 35 
la preseote memoria. reune las condictones de 
vedad, actividad tnventivay aplicad6n mdustrial 
exigidas, siendo me r ecedora por consiguiente de 
la patente que se solidta, y de los deredios de fa- 
bricacion exdusiva^ comercialxsadon, utilizadon, 40 
ofrecimiento e introduccidn en d comerdo que la 
Ley Vicente reconoce (Arts. 50, 51 y 152 de la 
Ley de Patentes de 20 de marzo de 1966). 

La presente invendon^ sectiui se express en d 
enunciado de esta memona descriptiva, se refiere 45 
a unoe perfeccionamientos en ina^uinas recreate 
vas, en base a ks cudes de maquma en cuestion 
ofrece una serie de prestadones compleinentarias 
del juego basico que propordona dicna maquina. 

Actualmente existen maquinas recretivas que so 
son actividadcs mediante mooedas y que otorgan 
premios en metalieo, maquinas que cuentan con 
una serie de rodiDos o displaya observables desde 
el exterior a traves de correspondientes visores 
previstos en la caratula de la propia maquina. S5 

Los sinibolos oue aperecen en los visores d fi- 
nd de cada jugaila, establecen una determinada 
combinacidn con postble premio, el cud sera ver- 
tido en una bandeja, de manera td que la se- 
cuend de aparacioD de los sunbolos en los visores 60 
es optativamente contrdable median te el acciona- 
miento de correspondientes^ pulsadorcs previstos 
igualmente en la dtada caratula. 

Es dear en este tipo maquinas, tras la intro- 
duccion de las rorrespondientes monedas, los ro- e5 
dillos o displays van cambiando hasta alcanzar 
un combinacion find susceptible de dar ori^n 
a un premio, finaCsando ahf las prestadones de 
la maquina, dn podbilidad de que esta pueda 
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proporcionar otms prestadones que puclieran dar 
opcion otro u otros premios. 

Pues bien, teniendoen cuenta lo anterionnente 
expuesto los perfeccbnaroientos introducidos en 
d tipo de maquinas recreativas dtadas, tienen por 
finaJidad d que compkmentariamente a la ptes- 
tadon basica que o&ece la maquina, de acuerdo 
con lo que se ba expuesto, ptopordrme admismo 
una prcstadon nueva de juego con opdon a pre- 
mio. 

Basicamente los dudidos perfeccbnamientos 
se caracteriaan porque en la caratula de la ma> 
quina se ha previste una distribudon, preferen- 
temente ortogond, de una pluraOdad de indica- 
dores lummoeos que son activados aleatonamente 
y en r4pida sucesion por d proxrama de la ma- 
quina, ebtando supeditada la referida sucesion a 
la introducdon de monedas, o a la aparidon de 
un simbob determinado en los visotes de podble 
juego prindpd basado en bs rodiHos o displays 
ya comentados. 

Esta secuenda de acti vaci6n de los indicadores 
luminosos, como la nueva prestadon (jue ofrece 
la maquina de cuerdo con los perfecaonaimen- 
tos oue ae ptec^dian, es vet^josamente susceptS* 
ble de detenerae mediante un pulsador aecbnado 
por d propb jugador, todo ello de manera td 
oue la activacxSn de unos determinados indba- 
oores luminosos, mdividualemente, y eo combi- 
nad6n miitua, estblescan un podbb premio tn- 
dependiente d que puede conseguirae mediante d 
juego prindpd o banco de la maquina. 

Para complementar la descripdon oue segui- 
damente se va a realizar y con objeto de ayndar 
a una mejor compied6n de las caracieristicas dd 
ittvento, se acompana a la presente memoria des- 
criptiva de una boja unica de pianos en la que se 
muestra de forma esquematica d frente o caratula 
de una maouina recreaUva con los visores a travel 
de los cuales se dejan ver bs correspondbntes 
simbobs, los pulsadores para poder controlar la 
secuenda de apradon de estos liltimos, asf como 
las bandeja de recogida de los preinioa, y en cuya 
caratula se observan admismo los indicadores lu- 
minosos que forman parte dd objeto de la in- 
vend6a, ad como la ranura para acceder d juego 
que van a ofrecer estos indicadores luminosos y 
por supuesto d pulsador accbnabb por d ^ro- 
pio jugador, y medinte cujro pulsador cs podbb 
detener la secuenda de activadon de bs ahidios 
indicadores luminosos. 

A la vbta de la comentada figura, puede ob- 
servarse como una caratula 1 convecbnd de una 
maquina recreativa, incorpora una distribudon 
de indicadores luminosos 2, dispuestos preferente- 
niente segun dineacbnes ortogonales entre si, ^ue 
son activados abatoriamente y en rapida sucesion 
por d propio programa de la maquina, estando 
supeditada la referida sucesion a )a introduccidn 
de monedas a traves dd receptor o monedero 3. 

Esta caratula de la maquina incorpora adeinas 
los elementos basicos y convencbndes de este tipo 
de maqubas recreativas, como son una serie de 
simbobs 4 que aparecen en los visores 5 d find 
de cada jugada, estabbciendose una determinada 
combinacidn con podble premio, d cud sera ver- 
tido en la correspondiente bandeja 8, siendo op- 
tativamente contrplabb la secuencia de aparicidn 
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de los nnJbckm 4 en ks vbora 5 medianU el ac- 
donanuento de respectivos pulsadores 7. 

En base a i*staB caracteristicas basicas y como 
ya ae ha espueato, loa perfeccbaanuentoa de la 
invendon consbtea en que ademas de loa visores 
5 dtadoa y prevbtoa en la caratula de la m^aina, 
exiateo o se dbponen loa indkadores Ituninosoa 2 
dbtribuidoa ortosDnalmente, indkadores i|ue son 
acUvados de un modo aleaiorio y en rapida au* 
cesidn por el propio ptosrama de la miquma, 
caando en loa visores 5 aparece un simbolo 4 de- 
terminado o una eambinaeadn eoncreta, y aiempre 
supeditada didia aciivadon a la introducdoa de 
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las mooedas correspondientes en d receptor o mo- 
nedero 3. 

La aecuenda de acttvadda de ka iodicadorcs 
lunuDosos 2 es deienibk mediante un pulsador 6 
que es accesible desde d extenor para que d pro- 
pio jugador pueda influir en d resultado finaC de 
manera que al find de !a secuenda quedaran en- 
cendidos unoa determioados indicadores 2 oue, d 
compkmentan una Unea o queda encendido un 
bdtcador concrete* ae obtendra un pfenuo extra, 
esfcabkdendose ad un juego auziliar que seri su- 
pknentario al juego prindpal & hinco determi- 
nado por loa aimbolos 4. 
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R£IVINDICACION£S 

1. PerlecckM&anueDtos en miquinu recreate 
vas, del tipo mccionado por mcAedas y que otorga 
premios en metafico, loi perfeccbD&mientos^ ca* 
rftcterttados eseDcialmeate porque en la caratula 
de 1a maquina se ha previsto una dbtribuaon, 
ptelerentezDenteortogonal, de indicftdores lumin^ 
mom que ton activados akatorianKnte y en rapida 
sucesiDn por el pro^rana de la maquina. estando 
rapeditada la refenda sucesion a U iatioducddn 
de monedas, o a la apancioa de an umbolo detet^ 
minado en loa visotes del poaible juego pxindpal 
a base de rtxliDGa o displaya. 



2. Perf>^cbnanuento6 en miquinat recreate 
va5» segun rdvindicacion anterior, caracterisA> 
doa c&encialmente porque la Becuenda de acti- 
vacion de lot indicadoret lunoinosot et ventajoaa- 

& mente detenible medianie un pukador acckmado 
por d propio jugador. 

3. Perfeccionaauentoa en maquinas recreate- 
vaa, segun retvtnukadoDea anteriore»» caracterv 
aadoe oendalinente porque la aciivacjon de unoa 

10 detenmnadoa indicadores luminoeoe, individual- 
meote o en oombtaadcSn mutua* establecen un 
poaible preinio» indepcr dienie al que pcede con* 
segttitBe medianie d jtiego prindpaL 
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57. Background: 

Applicable to coin-operated machines that award prizes in coins, based on a series of rollers or 
displays visible through windows located on the front panel of the machine and which offer the 
- option of using pushbuttons to control the order in which symbols appear in the windows. 
Improvements consist of adding a second playing option to the machine based on orthogonally 
distributed luminous indicators that are lit up at random and in rapid succession by the machine 
program whenever a specific symbol or combination appears in the windows, with operation 
always dependent on coins being inserted into the coin box. The sequential lighting up of the 
indicators can be stopped by a pushbutton that the player can operate, so that at the end of the 
sequence certain specific indicators will be lit up, as a result of which, if a row is completed or 
a specific indicator lit, an extra prize will be obtained. 
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DESCRIPTION 

Under the current Patent Law, new inventions are considered patentable when they 
involve an inventive activity and are susceptible to industrial application (Art. 4-1). 

An invention is considered new when it has not been foreseen in the current state of 
technology, i.e. when it does not form part of anything accessible to the public prior to the date 
the new Patent is applied for, in Spain with regard to Utility Models, or in Spain and abroad, 
with regard to Patents for Invention. The object of application, for Patents for Invention as well 
as Utility Models whose date of submission precedes that of the new application, is also 
considered to be included in the current state of technology, provided that such previous 
applications have been or will be subsequently published (Art. 6). 

The invention is considered to have inventive activity if it cannot be obviously deduced 
from the current state of technology (in instances of Patent for Invention), or very obviously (in 
the case of Utility Models), in the opinion of an expert in the field (Arts. 8-1 and 146-1). 

Lastly, an invention is considered to be susceptible to industrial application whenever 
its object can be manufactured or utilized in any type of industry, to include agriculture. 

Bearing the above in mind, and based on the concepts of the above articles, the 
invention referred to in this document should be considered as meeting the necessary 
conditions for novelty, inventive activity and industrial application, thus deserving of the 
patent applied for and the rights to exclusive manufacturing, marketing, use, offer and 
introduction into trade as recognized under current law (Arts. 50, 51 and 152 of the Patent Law 
ofMarch20, 1986). 

The present invention, as described in the introduction to this description, refers to 
certain improvements in recreational machines, based on which the machine in question offers 
a number of playing possibilities in addition to the basic game provided by this machine. 

Currently there are coin-operated recreational machines that award prizes in coins, 
which contain a series of rollers or displays visible from outside through windows located on 
the front panel of the machine. 

The symbols that appear in the windows at the end of each play establish a set 
combination with a possible prize, which will be deposited in a tray, in such a way that there is 
an option whereby the order in which the symbols appear in the windows can be controlled by 
pressing the corresponding buttons also located on the aforementioned front panel. 

In other words, by inserting coins into this type of machine the rollers or displays 
proceed to change until reaching an ultimate combination that may produce a prize, whereupon 
the machine teraiinates its operation with no chance of its offering other operations that could 
result in one or more prizes. 

Accordingly, taking the above into consideration, the improvements made to the 
abovementioned type of recreational machine are intended to supplement the basic operation of 
the machine, as referred to, by providing an additional, new manner of playing that gives an 
option to a prize. 

The basic characteristics of these improvements involve a number of luminous 
indicators that have been placed on the front panel of the machine, preferably in an orthogonal 
arrangement, and which are lit up at random and in rapid succession by the machine program, 
this succession being predicated on the insertion of coins, or the appearance of a specific 
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symbol in the windows of the possible main game, based on the rollers or displays previously 
motioned. 

The order in which the indicators are lit up, and the new playing option offered by the 
machine in keeping with the improvements in question, has the advantage that it can be 
stopped by using a pushbutton operated by the player, so that by individually Ughting up 
certain specified indicators, individually and all together, there is the chance of a prize apart 
fi"om any that can be obtained through the main or basic game of the machine. 

To expand on the definition as given below, and to aid in further understanding the 
characteristics of the invention, one page of drawings has been attached to this description with 
a schematic view of the front panel of a recreational machine with the windows through which 
the corresponding symbols can be seen, the pushbuttons for controlling the order in which 
these symbols appear, and the tray where prizes are deposited. The front panel also contains 
the luminous indicators included in the object of the invention, as well as the slot for gaining 
access to the game provided by these luminous indicators, and naturally the pushbutton that the 
player can operate to halt the sequence in which these luminous indicators light up. 

In reference to the drawing, we can see a conventional front panel (1) for a recreational 
machine, with an array of luminous indicators (2), preferably in an orthogonal arrangement, 
which are lit up at random and in rapid succession by the machine program, this succession 
being predicated on the insertion of coins through the slot or coin box (3). 

This front plate on the machine also incorporates the basic, conventional elements for 
this type of recreational machine, such as a series of symbols (4) that appear in the windows 
(5) at the end of each play, creating a specific combination with the possibility of a prize that 
will be deposited into the tray (8), with the option of controlling the order in which the symbols 
(4) appear in the windows (5) by operating the respective pushbuttons (7). 

In Ught of these basic characteristics, as explained above, the improvements pertaining 
to the invention, in addition to the abovementioned windows (5) on the front panel of the 
machine, there are also luminous indicators (2) orthogonally distributed, which are operated at 
random and in rapid succession by the machine program whenever a specific symbol (4) or 
combination appears in the windows (5), with this operation always predicated on inserting the 
corresponding coins into the receptacle or coin box (3). 

The sequence in which the indicators (2) light up can be stopped by a pushbutton (6), 
accessible from the outside so that the player can influence the final result. Therefore, upon 
conclusion of the sequence, certain indicators (2) will remain lit and, if a row is completed or a 
specific indicator lit, an extra prize will be awarded, thereby creating an auxiliary game in 
addition to the main, basic one determined by the symbols (4). 
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CLAJMS 



1. Improvements to coin-operated recreational machines that award prizes in coins, said 
improvements essentially characterized by a front panel whereupon luminous indicators have 
been placed, preferably in an orthogonal arrangement, that are lit up randomly and in rapid 
succession by the machine program, said succession being predicated on the insertion of said 
coins, or the appearance of a specific symbol in the windows of the possible main game, based 
on rollers or displays. 

2. Improvements to recreational machines of claim 1, wherein the sequence in which 
said liuninous indicators are lit has the advantage that it can be stopped by a pushbutton 
operated by the player. 

3. Improvements to recreational machines of claims 1 and 2, wherein when certain 
specific indicators are lit up, individually or all together, a possible prize is created, apart from 
the one obtainable by playing the main game. 



2006401- 

[figure] 



Industrial Property Record Office 



[illegible] 

Date of Presentation 
June 21, 1983 



Invention Patent 



SPAIN 



6915 
2506915 



Prjorjties 
Number 



Date 



Country . 



Publication Date 



International Classification 
G07F17/34 



[illegible] 



Name of the Invention 

IMPROVED ENTERTAINMENT MACHINE 

Petitioner 

SEGA S.A. 

ADDRESS OF PETITIONER 

Ctra. de Toledo Km 22.900 PARLA (MADRID) 

INVENTOR 

Mr. CARLOS VILLA HERNANDEZ, who assigns his rights to the petitioning company. 

BENERCIARY 

The Petitioner 

REPRESENTATIVE 

MR. JULIO HERRERO ANTOLIN 



TO BE USED AS FIRST PAGE OF THE NOTE 



JUNE 16, 1985 



ANCHOR 16099 



[illegible] 
(54) 

Improved gaming machine. 

Fig. Only page 

[iliegibIel691S 

(57) 

IMPROVEMENTS TO AN ENTERTAINMENT MACHINE. 

Consisting of: including in the screen a number of indicators (5) showing graphs which 
reflect step-by-step the different values of obtainable prizes; including in the machine's 
control circuitry an auxiliary circuit which, by means of the actuating pushbuttons (7,8) 
and in the event that it detects a prize situation, enables variation in plus or minus in 
order to increase the prize value; and including an auxiliary indicator (6) and a second 
auxiliary indicator (9) to show the result determined by the auxiliary circuit after 
actuation of pushbuttons (7, 8). 
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DESCRIPTIVE REPORT 

This invention refers, as stated in this descriptive report, to an entertainment 
machine which has been substantially improved in order to increase its functional 
characteristics. 

The machine proposed by the invention is of the type that include a set of drums 
or simulated drums, which bear symbols capable of establishing different prize-winning 
combinations. 

As it is well known, when a coin is dropped into one of these machines, the 
"drums" are set in motion and stopping these determines a combination, preestablished 
by the machine control program, there being corresponding pushbuttons for stopping 
the drums — although in reality such pushbuttons have no incidence whatsoever on the 
fmal combination. 

Improvements proposed by the invention aim towards an "extension" of the 
game with a higher participation of the player. 

In that sense, in addition to the conventional indicators corresponding to the 
possible prize-winning combinations, the machine includes in its screen another series 
of indicators corresponding to the different values relative to different prizes, in such a 
way that when a prize-winning combination is obtained, the indicator corresponding to 
the value obtained is illuminated. An additional indicator, preferably showing the 
and symbols or any other type of reference to the complementary play described 
below, will also be illuminated telling the player that 
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starting from the prize obtained, he can try to increase it by pressing an auxiliary 
pushbutton, with the risk of obtaining a lower prize instead. 

Obviously, the machine will offer this chance only when the prize obtained is 
not a limit prize, that is, that it is neither the maximum nor the minimum prize. 

Pressing such pushbutton starts up an auxiliary circuit within the machine, so 
that the initially-obtained prize may go to the immediately higher value or to the 
immediately lower one, this result being shown by the corresponding indicator and the 
machine pays the resulting prize. 

A second pushbutton enables the performance of this auxiliary play with two 
steps, in such a way that the initially obtained prize may be transformed into one which 
is two steps above in the scale of values, with the chance that the prize obtained may go 
down two steps in said scale. 

There also is a timer circuit such that the complementary play situation is 
maintained over a preset time period. Once this period has elapsed, said play possibility 
is cancelled and the machine pays the prize obtained originally. 

The machine also offers the possibility of a second auxiliary play for which said 
machine includes in its "drums," in addition to the pictures or graphs which show the 
combination, respective numbers the sum of which are converted into the number of 
"advances" to be provided to a row of letters which 
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form a. word such as the word "MYSTERY" or any other. When it is possible to 
complete said word by means of the number of "advances" obtained, an auxiliary drum 
is illuminated. This drum should preferably be arranged so that it matches the set of 
drums through which the different combinations are obtained. This auxiliary drum will 
show a number indicating the number of unit "advances" which may be made in turn on 
said main drums by means of the corresponding buttons, so as to change the originally- 
obtained combination and try to obtain another one which has a direct prize. 

This auxiliary drum, besides giving the possibility of direct advances over the 
main drums, the value of which is shown on the drum, also offers graphs corresponding 
to advances of numbers not reflected in said drum but are shown in a complementary 
indicator established in the machine's screen. This number shall preferably be included 
between one and ten. 

Said complementary drum also includes a "mysterious" prize not shown directly 
on same and which, according to the machine's program, may be transformed into any 
of the prizes established in same, from the minimum to the maximum prize, which shall 
be delivered directly. 

There also is the possibility that the stopping of this auxiliary drum determines 
the start-up of the main drums, up to a stopping situation in which these offer any 
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prize-determining combination, always between the minimum and maximum values, 
but with the peculiarity that in this case such prizes, in addition to being able to obtain 
them directly, enable the establishment of the first auxiliary play on plus or minus. 

Finally, there is in the auxiliary drum another maximum prize-determining 
situation. 

In order to supplement the following description and for further understanding of 
the characteristics of the invention, attached to this descriptive report and as part of 
same, there is a single page with drawings for, but not limited to, informational 
purposes. Said drawing shows a partial front view of an entertainment machine built 
with the improvements which are the objects of this invention. 

Said drawing shows how the machine proposed by the invention includes a 
series of drums 1, each one carrying a series of symbols, as usual, capable of 
establishing prize-winning combinations - each one of these drums 1 being assisted by 
the corresponding push button 2 for their supposed stopping while push button 3 sets in 
motion said drums 1 after the corresponding coin has been introduced. 

The screen on the machine will show, as usual, a series of indicators 4 relevant 
to the different prize-winning combinations and the respective prizes. 
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, Starting from this known structure the improvements proposed by the invention 
are focused on the existence on the machine's of another series of indicators 5 for the 
respective values corresponding to the different prizes obtainable by the player so that a 
progressive scale going from the minimum up to the maximum value is established. In 
the example shown in the drawing, such values are: 25-50-75- 100- 150-200-250-300- 
350 and 500, but obviously these values can vary without any limit whatsoever. 

Each one of these indicators 5 is assisted by a pilot light and when a prize- 
winning combination is obtained in drums 1, the pilot light corresponding to indicator 5 
to the value obtained turns on. 

Simultaneously another indicator 6 is activated, informing the player about the 
possibility of making a first auxiliary play consisting, as previously stated, of increasing 
the value of the prize obtained by one or two steps, with the chance of reducing it in the 
same proportion. 

This will obviously be feasible when the prize obtained does not match the limit 

values. 

To that end there are two push buttons 7 and 8, that enable to make such 
auxiliary play with lower or higher risk, that is, with the possibility of varying in one or 
two steps. An indicator 9 with the symbols (+1), (-1) and (+2), (-2) indicate the player, 
by illuminating, the results obtained after pressing the corresponding push button. After 
this, the machine will deliver the prize obtained according with the results of the 
complementary play made. 
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This auxiliary play is optional so that once indicator 6 has turned on and after a 
preset time, if the player has not actuated one of the push buttons 7-8, the machine will 
deliver directly the prize won in the main play. 

The results of this auxiliary play do not depend on chance. The increase or 
reduction of the original prize will be duly programmed due to the fact that the machine 
provides at all times the pre-established percentage of prizes with respect to amount 
collected. 

The machine also offers a second auxiliary play for which drums 1, in addition 
to the conventional symbols through which the different combinations are obtained also 
include respective numbers 10. When the combination obtained in drums 1 does not 
have a direct prize, also through the machine's programming circuit, the said numbers 
10 are added and such result is transformed into a number of "advances" supplied to a 
row of letters 1 1 which conform a certain word. 

When as a result of the advances obtained by adding the numbers 10, the 
progressive and full illumination of the row of letters 1 1 is obtained, obviously with the 
collaboration of the pilot's assisting each one of them, and this results in the 
illumination and start up of an auxiliary drum 12 determining a prize or a prize 
possibility, also auxiliary 12, a number such as the one shown in the drawing as 
reference 13 may appear, which implies that the player may make two advances on one 
or more of the drums 1 of the machine and through push buttons 2 in order to change 
the originally 



ANCHOR 16106 



obtained combination and try to converted into a prize-winning combination. 

Said drum 12 may show a symbol indicating an unidentified number of 
advances, number which on the other hand is defined in an auxiliary indicator 14 in the 
machine's screen where values 15 are shown corresponding to the number of advances 
obtained. The illumination of these indicators is produced by the existing machine's 
control circuit program. 

There is also the possibility that auxiliary drum 12 delivers an unidentified, in 
principle, "mysterious" prize which can vary between the maximum and minimum limit 
values. This is also controlled by the machine's program and varies as a fimction of the 
collection. 

Said drum 12 can determine, when it stops, the actuation of drums 1 until a 
prize- wiiming combination is established, also corresponding to any of the foreseen 
values but with the particularity that in any case when such combination appears in the 
drum there exists the chance of playing the first auxiliary play and try to increase in one 
or two steps the prize obtained, ruiming a similar risk of reducing the prize in the same 
extent. 

Finally the stoppmg of auxiliary drum 12 can determine delivery of the 
maximum prize. 

In any case, a considerable enhancement of the machine's attractive is obtained 
because the player has more participation in the development of the game. 
Having described the object of this utility model and its different parts, it is 
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hereby stated that what constitutes the essence is formalized in the following: 
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■A 



CLAIMS 

1. - IMPROVED ENTERTADsfMENT MACHINE, which is made up of a series 
of "drums" bearing symbols capable of establishing multiple prize-winning 
combinations, essentially characterized in that its screen includes a series of indicators 
bearing graphs which reflect step by step the different values of the obtainable prizes. 
An auxiliary circuit is established in the machine's control circuit which, by means of 
the corresponding push buttons and when said circuits detects a prize situation, permits 
the variation in one or two steps, up or down, in order to increase the prize value with 
the chance that this may be reduced. The machine has the particularity of including an 
auxiliary indicator showing such possibility as well as a second auxiliary indicator 
showing the result determined by said auxiliary circuit after actuating the corresponding 
push button(s). 

2. - IMPROVED ENTERTAINMENT MACHINE, according to claim one, 
characterized in that the "drums" include in addition to conventional combination 
graphs, numerical graphs related with an adding circuit which add up the numbers 
appearing on the screen after each 
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play. It has been foreseen that said addition is converted into a pulse train fed to an 
auxiliary indicator which is unloaded after each play and in which a level of pulses 
received is established. Once this level is reached, a signal is sent to the general circuit 
of the machine which in turn results in a new operational possibility either delivering 
direct prizes or giving the possibility of complementaiy prizes. 

3. - IMPROVED EKTERTAINMENT MACHINE, according to the previous 
claims, characterized in that its includes an auxiliary drum which becomes operative 
when the supplied pulses reach said preset value. When said auxiliary drum stops, it 
provides the possibility of establishing a certain number of partial turns, corresponding 
to the sequence of graphs on mam drums, through the corresponding push buttons. Said 
auxiliary drum also indicates the number of possible pulses through the numerical 
graphs that it has, or by means of the illumination of an indicator corresponding to a set 
of auxiliary pilots. 

4. - IMPROVED ENTERTAINMENT MACHINE, according to the previous 
claims, characterized in that said auxiliary drum also includes a graph corresponding to 
a direct prize, comprised between the maximum and 
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mmimum values deliverable by the machine, as well as another graph corresponding to 
a situation of said auxiliary drum in which the main drums supply system is connected 
with the resulting operational of same until these stop in a position corresponding to a 
certain prize*winning combination which can also vary between the limit value and 
according to the machine control circuit program. 

5.- IMPROVED ENTERTAINMENT MACHINE, as has been described and 
claimed in this descriptive report, which is made up by twelve pages all of which are 
typed on one face only and is represented in the attached drawings. 

Madrid, June 21, 198[illegible] 

JULIO HERRERO. 

p.p. 

[signature] 
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[drawing] 
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